On Digital Communities: 
Gamification of Oppression in Youth 


By Sago: 


Video games, magazines, entertainment and other forms of media formats have taken to a covert 
and non verbal way of addressing progress of socialist and communist theory that | can’t 
particularly find theory on. So my goal for this think-piece is to formulate and develop a mechanism 
and new language to describe the phenomenon that encapsulates the fundamental problem with 
overarching control capitalism has on the narrative on consciousness and subconscious thought on 
material conditions. Discovering how they inform on media understanding of consumption and 
virtual participation in red scare tactics. 


Consent to colonize, but gamification of adolescent bound ways of reasoning to dehumanize. 
Taking minor growing pains and experiences and making them paramount and instinctual facets 
of physical activity, for the intent purpose to bake fascism in the bones of our youth. 


In my experience there has been a growing trend of content creators that influences and dictates 
how niche spaces become mainstream and what of that mainstream status of that newly 
transformed communal practice of community engagement. 


They knit and weave a new kind of consent that can only be described as a way to make it okay for 
youth to partake in parasocial relationships- that it’s only link to one another, is the need to 
establish a condition that natives are to be used as a means to an end and the resources in their 
world (virtual or fictional) be the practice to enhance colonization capabilities. It trains the youth to 
see colonial actions as fun community building actions. Thus | coin the term “Subconscious 
Digiscale-Communal Fascgrooming” or “Digi-Fascgrooming” for short- to describe the phenomenon 
that | see. | feel a new term is need to describe what clearly can't be put in the same category as 
manufacturing consent as well as “red scare propagation”. This idea solely relies on generational 
peers influencing the youth culture surrounding entertainment to dictate certain structures as “fun" 
to partake in. As well as how they should be described under a capitalist structure that benefits 
from its children and new generations becoming better at fascistic thinking and colonialism in the 
future. So a blending of choice, but lack of mindfulness has to be present for this to take place. 
Peers growing up in the same conditions give a feedback loop into each other on descriptions of 
what's fun and structure needs to be installed to retain that fun will dictate how they respond to 
moral situations in media formats that allow them to have said fun outlet. These are usually in 
interactive environments and settings, not just consumptions of the material of its own. And it 
usually lacks an “aware” party of an older generation being present to provide more traditional 


means of indoctrination. 


Virtual Reality, Faux-Experimental Gamification and Call/Respond in Video Game and Streamer 
Settings 


| set to answer these questions in this section to be introspective about what | am observing being a 
millennial observer of the generations below me. Who Benefits?, What are the mechanisms of this 
type of behavioral grooming? What phenomenons can this be compared to as a way of grounding 
the theory?, How does it present itself? Is there hierarchical structures in how this formulates itself? 
And why does it present itself the way that it does? 


Who benefits: 


generations affected by the red scare propaganda and those who control the creation and 
constructs of the status quo and systems of oppression. But this may not be an intended structure 
that capitalism and imperialism could have dreamt up intentionally. This seems to be the many 
happy accidents and consequences of making an oppressive system so good and well rounded that 
it can account for programming ideas that didn’t exist yet. 


What are the mechanisms of this type of behavioral grooming: 


Any interactive that allows mass communication and gathering of communities of the same peer 
group or generation to define within their own space of what “fun” or “entertainment” is. Ideally 
video games or streaming platforms fit this description of what's needed. it promotes the idea of 
community by invoking repeating tenants and learned structures of colonialism as fun little 
challenges and games that dictates a kind of supremacy if won. 


What phenomenons can this be compared to as a way of grounding the theory: 


The one thing that comes to mind is how children develop gamifications of their oppression in the 
global south and elsewhere stricken with poverty or fascism and even genocide. | can’t help but 
notice a similar phenomenon take shape in trying to place discontent for the systems- in more 
meaningful ways that defy capitalism and imperialism’s goal to break the “spirit” of the adults and 
children of these affect areas. The difference tends to be who's doing it and what's the underlying 
reason why it's being done. One is needed to reinforce their humanity and need for healthy outlets, 
and the other is need to feed back into oppressive systems and create a stronger united status quo. 


How does it present itself: 


Anecdotally, | have seen where it begins a simple Minecraft video displaying a challenge done within 
the game. Taking a 100 Minecraft players in a public server and telling them to make kingdoms and 
then at the end go to war with each other. Using language that fascist in nature and encourages 
children and peers to participate in the destruction of native villages and deforestation and the 
creation of a world currency. I’ve also seen it take place in escapism in virtual reality and massively 
online 3D avatar games where similar gamification takes place. The adoption of slavery, colonial 
ideas and experimentation of the local population in order to entertain those who rule that peer 
structure and dictate its tenants. 


Is there hierarchical structures in how this formulates itself: 


Which brings me to my next point, there is a hierarchy within that peer group or generation. 
Typically ones who gains a population of people watching content they provide as interactive 
entertainment that is socially more distant from celebrities and how they interact with the populous. 
It usually includes someone | would call the “Popular Peer Representative”, they represent a time 
and era within these streams and community events. And they themselves are unaware on how they 
contribute to the continuation of social disparities and material inequality usually because they grow 
up in a world where this is encouraged and not to be questioned. But this is usually racialize. | see 
less of this phenomenon when black and brown communities partake in the same mechanisms or 
even lead the communities using these mechanisms to communicate and to community build and 
perform outside the normals of what imperialism hopes to teach its youth. With white peers of a 
younger and same generation, there's almost an unconscious embrace of the systems of 
oppression in either escapism, exploitation and experimentation as well as faux or false sense of 
community in these streaming and gaming circles. 


Why does it present itself the way that it does: 


Older forms of red scare, propaganda, dehumanization and colonization performed so well that it 
did not account on correcting its own blindspots in mass indoctrination of generations to come. 
That in fact it got so good at performing it's functions, it course corrects for new media that is 
created as if it’s a pseudo-scientific law for socialization of the universe. As dramatic as it sounds, | 
suspect socialization changes its meaning when interacted with dehumanization and prioritizing 
stagnation is introduced. Stagnation and not allowing for contradiction in material reality to be 
addressed allows for this very strange and whisper of an event to occur. After all, children and teens 
are the future, but they can’t help to bring in the future - if they are being presented with interactive 
and fun experiences that subconsciously tell them that the future doesn’t need to happen if they are 
comfortable and that the state or formation of states continue. And in turn, let black and brown 


people's suffering turn into things of fiction, even if the “minorities” in the games, stories and 
forums they participate in are fictional themselves. It gives them great practice in the real world on 
how to maintain oppression as a fixture in our lives. 


Gamergate, Fashwave and Niche Culture being overtaken by YT Supremacists - Why this is not 
the same as what | theorize 


Gamergate, Fashwave and the take over of niche cultures in media have specifically targeted 
vulnerable communities and overt tones of dogwhistles to influence displaced and discarded 
members of society and are often they themselves are discarded when recruiting for the narratives 
that brazenly support oppressive regimes and systems. What makes what | am calling “Digi- 
Fascgrooming” different is that it so interwoven into the psyche of the participants, they didn’t need 
an overt message or outright nationalist effort to convince themselves to community build this way. 
They don't use it as a means to purposely do it, it’s intertwined into how they conceptually 
internalize the idea of “fun” and “community”. It’s a feedback loop without it purposely being 
created. Whereas the others are communities and ideologies born out the expressed need to install 
a greater kind or hyperbolic kind of oppression that could rival anything that has already be 
considered the height of disparity and inequality. These youth truly don't see fascism in how they 
participate in online gaming communities, competitions or experimentations that relegates the 
treatment of fictional POCs or minorities in a dehumanizing way. They don't see it as these are 
representations of humans in real life, but rather just like how they might be brought up to see black 
and brown people in real life, they see these characters, NPCs and fictional worlds and resources 
only to do what they please with. Gamergate bros, and white supremacy doesn't see it on such an 
integral level. They see it as a war to be won, not a game to be won for pleasure and release of 
stress. Because they are painfully aware that if they don’t be a knowledgeable participant, they will 
become the thing that they are advocating be oppressed and killed. They know these systems in 
real life eats itself. Yet somehow, the advancement in entertainment and technology has given the 
tools of making eternal social systems possible to the youth participating in social experiments in 
games like Minecraft and Stardew Valley and The Sims Franchise. Making the reinforcement of the 
lingering effects of capitalism and imperialism seem almost, a factoid about the universe and 
socialization in youth. 


How can this be fixed if it's so woven into the fabric of suffering? 


Leftist and Communists need to discover more micro-systems like the one | discovered and learned 
about for years and decide how we can disrupt the supply chain of ideology spread in this manner. 


For this specific micro-social system, | suggest we make games, streaming platforms and events in 


games like Minecraft and Sims feel more socialist and communistic. Even if the media or mechanism 
doesn't allow for it in its coding or physical structure. modders and streamers alike can change the 
subconscious by changing what influences it. | yearn for a world where in city-builder games where 
you can make communistic towns with little to no taxes and yearn for Minecraft servers that utilize 
community and trade in a non evasive and harmful way towards the native population in the game. 
And | think it's possible if we just stop treating fictional settings as just that, fictional. For they have 
a real life consequence on how it affects generations after us interacts with the world and it’s 
material contradictions. 


